taking the wiz out of... 



Wizardry 



In Rob Hall 



Requirements: 

A Wizardry program 

A good sector ecitor 

A scenario disk with Mk characters 

A blank disk to copy your scenario disk 

Most veteran wizardry players know that, in 
' Proving Grounds", if your Bishop 
successfully Identifies item number 9 . he ll 
receive lflB,00ft.O0C experience points Also, 
if he successfully ' Identifies "S the character 
below the bishop wilE receive 100.060.000 
experience points And by "'Edemifing "J", he 
gives the chanieier below him IWMwi.WW gc?ld 
pieces. This technique allows you to create 
almost unbeatable characters in "Proving 
Grounds" and when you transfer your 
characters to "Knight of Diamonds", they keep 
their experience and powers. But just when you 
think you've got all ihe answers Sir Tech throws 
you 4 curve. 

Yes. this technique doesn't work with 
"Legacy of Llylgamyn" and you can't jusi 
transfer your characters from a previous 
.scenario, you must perform a ' "rite of passage". 
This "rite of passage" creates new characters 
who are descendants of your characters, bui 
have minimal experience and power. Are all 
those months, even years, of wandering through 
dungeons and tunaels. "lost forever"?'? Xot if 
you grab your handy sector editor and read on. 

The Scenario Disk 

In all the Wizardry games, the scenario disk 
is the key to your adventure. On this disk rs 
stored all the information about the maze, ihe 
monsters and your character* Your character 
information is usaalJy located on track SI A. 
sector SGI through track SIB. sector 56F (track 
SI D for ' 'Proving Grounds' ' > This information 
is $CF bytes long and is formatted as follows: 

bytes information 



00 

01 -OF 

10 

IMF 



22 



Ni/nber of letters in name 
Name ii5 tetters rnaximum) 
Mimber of Utters in password 
Pisswrd U5 letters maximum) 
(Ml) character is "on expedition" 
W character <s maHiDie 
Pace: see Table I 



24 

26-27 



2A 

2C-2F 

34-38 

3A 

3C-7B 

?c-ao 

82 
81 

86-87 

88-89 

M-91 

92 

94 

96 

93 

9A 

9C 

AB 
A2 
M 
A* 
AS 
AA 
AC 

AE-AF 
B0-8E 



Class see Table II 

Age see Table in 

L>fe, SOT character is OK. 

md, cart is cnaracrer is aeaa 
(107) indicates character is lost 
AlliMtnt; see Tame IV 
Characters! ics 
($52 U 52 4* is perfect) 
Gold, see Table V 

* of pieces of equipment (8 max) 
Equipment information, see Table VI 
Experience (like gold see Table V> 
Last level of character 

Current level of character 

* of hit points character has 

mat * of points you ca* possess 
T r pe of smHs. see Table Vii 

* of level 1 mage seel Is can cast 

2 
3 
4 
5 
6 
? 

* o* level I priest spells cm cast 



Last armor class 

Current armor class 

Measures effect of weapons & items 

Indicates honors 



Now thai you know how your character is 
rormaiKd. it s time to turn your wimp into a 
wizard. 

Using the Sector Editor 

Before creating your new character, you 
should make backup copy of your scenario disk. 
The scenario disk is not copy protected so you 
can use COPYA or any fast cops 1 program to 
duplicate it. To gel the most out of this 
procedure, I recommend that your scenario disk 
contains at least six characters you would like 
to strengthen. 

For a start, read track 51 A or SIB (S3 D for 
proving grounds) to do some investigation 
work. The location of your character within a 
sector or track will vary depending on the 
sequence that your characters were created on 
die disk. However, it is easy m find the 
beginning of your character's information by 
looking for ihe flashing ASCII representation 





Table I 


11 


Human 


02 


at 


03 


Dwarf 


04 


Gnome 


05 





of your character's name. This will he rhe first 
line of information, bytes SOI to SftF (remember 
thai byte is the number of letters in your 
character's name) 

If you're lucky, your character's information 
will stan at the start of a sector. However, » 
is more likely rhat your character'* information 
will sun in the middle of a sector. This is 
because each character's information block is 
only 5CF bytes lone and new character* arc 
added immediately after old characters If your 
character does not -tart at byte ot a sector, 
count bytes starting uiih the byte ro the left of 

your character name (Maning at and ui*: 

the chart to find the feature you want changed. 



Table II 



00 


F.ghter 


01 


Mage 


02 


Priest 


03 


Thief 


04 


Bishop 


05 


Samurai 


04 


Lord 


07 


N.n,a 



Unfortunately, the character's information is 
usually not ordered in .tecjucrHial sectors 
(starting with sector SI and finishing in sector 
$■2). It is usually in reverse order (starting with 
sector SF and finishing in sector SE) or may 
jump from the beginning of a track to the end 
Careful attention to the length of each 
character's information block and a link thai 

J _ — __ — -.1- --— ,L ' LI 

ano error can solve tnts prowem. 

The Lietle Fix 

Along with the literature Sir Tech provides 
with us program, a note warns of tampering 
wiih the characters: "White it may seem 
appealing to use these products (cheat 
programs), we urge you not to succumb to the 
temptation- It took more than four years of 
careful adjustment to properly balance 
Wizardry *" Well, it took me all of tail summer 
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23 



9 



Table VI 

Each piece oi equipment t* represented bv an eight hvie siring. The string contains the 
following 

byte I: status o' possession (S00 » unequiped. S0I = eou*Detf) 
byte 2 not used 
trie 3: not used 
byie 4 not used 

byte 5 status of equips ;S0O = mtmmm SCI = WtttflilJ 

byte 6; not used 

byte 7 and fi actual equipment 

When giving a character a piece of equipment: insure all "not used" bytes arc SOQ. set 
bvte *l to SOfl iunequipedi. byte #5 to SOI identified), and bytes #7-#8 as follows; 



Proving Grounds Of The Mad Overlord 



7/8 




7/8 




7 /a 


By te 


Equ i pmen? 


Bute 


- h ■ ■ 1 rims'- 1 




$hb 


Long S*ord 


0200 


Short Sword 


0300 Anointefl Mace 




Anoinieo Fl*i 1 




SUM 


0600 Dafiier 

vww v a 5 g v 


0700 


&nal 1 ShtRld 


0800 


1 arpp Shif*'rt 




9A0fi 


Leather Armor 


0B00 


r w.-i 1 


0C80 Breast Plate 


0000 


Piatt Mai i 


0EGP 


Hfilm 


fl-00 Di OS p 0t (On 


\m 


Latumcfis Pot 


1L00 


Long Sword + 1 


1200 Short Sword ♦ 1 


1300 


Mace * 1 


1400 


*itaf hi llirrp* 


1 ■ \y,' rrs! 1 - Kat ino 


16-00 


LHlhfrr * 1 


1700 


CHai" Mai I +1 


LS00 • .- e Vail + 1 


im 


Shield * 1 


1A00 


Breast Plate 4 I 


LB00 Scrol I'Badios 


icao 


Scroll/Hiiito 


1000 


Long 5*0 rd - 1 


1E00 ShOH 5*0 rd - 1 


: :v 


Mace - ! 


\m 


Staff * 2 


2100 Dragon Slayer 


2200 


Helm * 1 


2300 


Leather - 1 


Cham - 1 




Breast Plate - 1 


2600 


Shield - 1 


2700 Jewel eo 1 Amulet 


2S00 


Scot ; Bad t os 


2900 


Pot iop of Sopic 


2A0B Loig 5word 4 2 




Short Srord * 2 


2C0* 


Mace * 2 


ZD00 Scrnl t/Lomi Ive 


2E0fl 


Sera 1 1 Di ito 


2*00 


Copper OlOvfiS 


30M Leader * ? 


l.X 


Chain 4 2 


3200 


Plate flail 4 2 


3300 Shield * 2 


3400 


Helm * 2 (evil) 


3500 


^ot i on of Dial 


3600 Ring of Porfic 




"fire 5lay0r 


3SO0 


Mage Masher 


3S0B Vace Pro Poison 


im 


Staff -Mont mo 


am 


Blade Cusinan 1 


3C06 j n Marn fo 


3000 


Rod cf Flame 


3E00 


Evi I Cham * 2 


3F00 Nfig! P-Ua • I 4 2 


im 


ftrfl Shield 4 3 


4100 


Anu 1 et "Bakan » to 


Diadem of Ma tor 


i300 


ScroU 'Baetial 


4402 


Short Sword - 2 


-s:? Dagger 4 2 




Mate -2 


4706 


Staff - 2 


iEUfl Dagger of Speec 




Cursed Roce 


4A00 


Leather - 2 


iBM Cnain - 2 


Km 


Sreasi Plate - 2 


Am 


Shield - 2 


4F00 Cursed Hehaef 




Sreast Plate * 2 


50W 


Si iver Gloves 


5100 E«rM S*ord ♦ 3 


520G 


Evil Ssword * 3 


6300 


Ttseves Dagger 


5400 Breast Plate -3 


=500 


Lords Garb 




Murasama Blade 


5700 Snurdken 



Table III 

Age is calculated iiMng bytes S26 and 
5^7 under the following formula: 

|<S26) t + |<S27) X 5J 

= years of character i decimal > 

TlSercforc. if %2h and S27 are SDO and 
SfM rcspecnvel> . vour character 's age is 
24. 



in gei ih rough " Proving Grounds" even using 
the bishop trick- If Ihcsc games arc really 
balanced, those dungeon monsters sure weigh 
a lot, In fact. I was quite surprised at the number 
of items I never came across when I played 
Proving Grounds and Knight of Diamonds the 
normal and laborious way Wouldn't it be nice 
to use a "great mage wand" for a change'' 
Anyway, for those afraid to upset the proper 
batance of a Wizardry game, may I suggest the 
little Tix": 

• change the gold bytes <S34-?8) to "0000 
00 01 W • change [he tMicricrce bylcs 
($7C-8fl> to "00 M M m 00" • take your 
character to the ■"Adventurer's Inn" and nave 
him "rwi" there several rimes. 

This method will allow your character to 
progress normally, learning and acquiring 
normal .spells and powers. It will also give him 
enough hit pmntf. to survive mast levels. In 
addition, you now have the money ro buy the 
items you want from Boliac's Trading Post 



Table IV 

03 Good 

02 Neutral 

03 Evil 



Table V 

Gold is calculated by hyies S?4 to $38 
using the following formula: 

byte $34 in nyotji* i6 s pi ice 

2nd nybbie. i's place 
by^e 535 1st nybble 4 096's place 

2nd rabble 256 s place 
by?e $36 1st nybble: 160 300' s place 

2nfl nyoble LB. 000 's place 
byte S3?. Ul n^ble. 40.960.000'S Dlace 

2nd ny£b!e. 000 J s place 
byte S38. 3st nyabie 1 6M W jiiace 

2nd nybble 100.006.000 S p'ace 
Espenence is calculated in the same 

m ^ byt" S7c » $w 

The Super Lord 

And foT rhose who have no mercy for 
monsters and rhe creatures of the dungeon. I 
suggest the creation of a "super lord"; 

• change the c.ass byte r'S24) to "06" • 
change age bytes <$2rV*7) to ' '00 04' ' • insure 
life byte (52%) is "00" • insure alignment byie 
rS2A> is • change the characttristic bvtcs 
tS2C 2F) ro "52 4A 52 4A" - change the 
gold byu-s WMWWWr* 
change equipment possession byte to 
"08" • equip the character with eight items 
as explained in Table VI 



• change the experience bvtes (57C-80) to 
"0Q 00 DO 00 01 " • change level bytes ($82) 
nnd ($84) to "60" • change status hyies 
fS86-R7) to "00 03" • change hits bytes 
(588-89) m "0003"' • change spell tvpe h'vtes 
(S8A-9II to "FE FF FF FF FF FF 07" • 
change spell bytes ($92 -AC) to "09 00 ©9 00 
09 00 09 00, etc." • tequip your lord in 
"camp" or at "Gigamesrfs Tavern" This 
will give you a "super being " which will defeat 
al! your foes, if you play your "spells" right! 

Other Uses 

There arc quite a few other uses for your 
sector editor For instance. Sir Tech will charge 
you SI 5.00 to delete a password you have 
forgotten. No* all you have io do is lo insert 



$00 from bytes 5I0 to SIF to delete your 
password or better yei. just look m these hytcs 
to see your password. 

If you have a power faihure or you 
accidentally press reset while you're playing 
Wizardry, your character's record on the disk 
will be logged as on expedition". Normally, 
you would not be able to use your character 
until you recovered it using the utility recover 
program. Now you may recover your character 
on your own by placing a "S00" in byte 52C 

If you own Legacy of LMgamyn and have 
always- had less then twenty characters on your 
scenerio disk you will be in for a surprise. As 
you examine the character information sectors, 
you arc lifceh to find many ghosts of oast 



24 
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5800 Che.n Pro Fire 5900 

3900 Ring of Healing 5CM 

5F00 Werdna's Amulet 5F00 

6100 BroniC Key 52H 

64ffi Blue Ribbon 



b ■ I Plate * 3 
Ring Pro Undead 
Statuette/Bear 
If lvW Xey 



5600 ft|«jd * 3 
5000 Deadly Ring 
5900 Statuette/Frog 
6300 GoU Key 



Knight of Diamonds 

Same as "proving grounds" with the following exceptions: 



m 




m 




7/5 


Byie 


Equipmem 


m* 


Equi oment 


3yte Equi own: 


5E00 


Rod o' Ra<5in( 


5F» 


Amnet Of Cover 


6000 Robe - 3 


eioa 


Hfrnte- Kittens 


6230 


Hklc Pro Hagir. 


6300 Staff of Light 


640G 


Long Swd * 5 


&50G 


$*fl. -Swinging 


6$W Pn«t Puncher 


67O0 


Pnes:'* Mace 


5300 


Sr-S*d Swinging 


6909 Ring Pro Fire 


5A0G 


Cursed * 1 Plate 




Plate * 5 


6C00 Staff of Curing 


6M0 


Ring of ftegen 


6E0fl 


Hetamorph Ring 


5FO0 Stone Stone 


m 


Dreamer 5 Stone 


uw 


Danien Stone 


7200 Great Mage fTand 


7300 


Coin of Power 


74M 


Sione a! Yourh 


7509 Uind 5tone 


r"6OT 


Stone of Piety 


77W 


Blarney stone 


7300 flrmnet of Si<«n 




Amule: oi Skill 


7A00 


Great Hage Wand 


7B00 Coin of Power 


7CM 


Suf 1 of Gmlda 




Hrathnir 


7E00 Kod's Heimet 


TBI 


Kod's Sh-eld 


3M0 


Hod's Gauntlets 


3100 Kod's Armor 



Of LlyJgamyn 



7 • fl 
If 








/' O 


Rll * Q 

Dj It? 


c u u ■ tinri 1 1 


oyie 


En 1 i 1 nmor> 






Haubet* 


If itf* 


Breast Plate 


0304 Plate Armor 




Sal lei 


0504 


Potion of Di os 


0604 Laiumof is Oil 




Short S«0rd ♦ 1 


iron i 


Broadsword * 1 


fin ni it... i 

09fla Mate ♦ 1 


0A04 


Battle Axe + I 


:r>- 


Nunchaka 


BCB4 Dagger + 1 


?w- 


Katmo Scrol 1 


0E04 


Cuirass t L 


0F84 HautrerK + 1 


100* 


fireasipiate. + \ 


1104 


Plate Armor + \ 


1 204 Header * 1 


1304 


Base i net 


1404 


Iron Gloves 


1504 Bad.os Scroll 


1604 


Ka 1 n & Potion 


1704 


Short Saord - 1 


1&04 Broadsword -I 


1904 


Mace - 1 


1A04 


Dagger - 1 


1Q04 Battle Axe - 1 


1C04 


Margate's Flai 1 


1004 


Bag of Gens 


1E04 Wizard's Staff 


1F04 


-■:■"•■•■".. = -■■■ 


2004 


Round Shield - 1 


2104 Cutrass - 1 


2204 


Hauberk - i 


2304 


Breastplate - 1 


2404 Plate Armor - 1 


2504 


Sal lei - 1 


2604 


Sop i c Ph i 1 1 re 


2704 Gold Ring 


2804 


Salamander *<ng 


2904 


SeroaM ' s Tooth 


2*04 Short Sword . 2 


2804 


Broadsword * 2 


2C&4 


Battle Axe + 2 


2D04 Ivory Dagger 


2E04 


Ebony Dagger 


2F04 


Amber Dagger 


3004 Hace + 2 


3104 


Mith'ii Gloves 


3204 


Qiaiko Amulet 


3304 Cm '15$ • 2 


3404 


Heater 4 2 


3W4 


Displacer Robes 


3604 Hauberk e 2 


3704 


Breastplate * 2 


3804 


Plate Amor ♦ 2 


3904 Armet 


3A04 


(larger robes 


3B04 


G^ani 's Club 


3C04 Blade Cuismart 


3004 


Shepherd Crook 


3E04 


Unholy Aie 


3FA4 Rod of Death 




Gem 0* E*0'Ci$fn 


4W4 


Beg of Emeralds 


4254 Bag 0* Garnets 


4304 


Blue Pean 


•MM 


Rufiy Sl'opers 


4504 Necrology Rod 


4&3A 


Book cf Life 


4704 


Book of Death 


4804 Dragon's Tooth 


490* 


Trol (km Ring 


4A04 


Rabbit's Foot 


4W4 Thief's Pick 


4C04 


Book c' Demons 


4004 


Butterfly Knife 


4E04 Gold Tiara 


4Ffl4 


Mam is Gloves 


FF03 


Mage's Robe 


FE03 Heater Shield 


FW3 


Ro U r>d Shield 


FC83 


Fiai i 


F083 Dagger 


= a(!3 


Bat 1 1 e Axe 


F903 


Hand Aie 


F803 Staff 


F703 


Mace 


F603 


Broadswrd 


F503 Short S*ord 


F483 


Butterfly Knife 


F303 


Orft of HhuulhS 


F2S3 Gold «H|I lion 


FE03 


Rod of Fire 


F003 


Holy Nate; 


EF03 Amulet of Air 


£E83 


Staff of Farm 


EO03 


$hiD in Bottle 


EC«3 Crystal of Good 


E303 


Crystal of Evi 1 


EA03 


NeutraJ Crystal 


E903 Orb of Earithm 


E303 


Broken item 





Once your character, have the proper equipment, they can ■"equip' rhemseWes in 
Of M-ttftmlTs Tavern/' 



explorers No nne is sure where they carno 
frum! These characters are usually low" (byte 
S28 is -$07 ) and may have in byte 

SB0 rnumbcroflctteni in name). To resurrect 
tlw.se explorers, place a in byre S28 and 

place a hex number eerre«ip<>r>Jmg B0 the 
number of letters in the explorer s numc in byte 
S80- Be careful with ihew charactcr>. 1 
wouldn't trust a character named • &502. " 

Table VII 

The type of spells a character can cast is 
determined by bvtcs SBA <o $90 

58A 8B 8C 8D 8E SF 90 

FE FF FF FF FF FF 07 

FE =F 3F 00 30 00 00 

00 00 C0 FF FF FF 07 



bytes 
all spells 
al I mage spel Is 
al I priest spel is 



Each bit in these bytes represents a type of 
spell. If the bit is on (' that spell is known 
by the character. Don't forget that in order for 
a character to cut a spell, he must have ' "spells 
left" in chat level. The -spells left" are 
indicated in bytes S°2-SAI>. 



Mage Spells 




byte 8A 


byte 80 


byte SC 


OM 0-not uses 


-M0LITO 


3 ZllrVAN 


i HAL 1 f 


LH0RLIS 


1.MAS0PIC 


2 MOGRtF 


2 DALT0 


? HAMAN 


3 KATlNO 


3 t AHAL 1 TO 


3 MALCK 


4 rxiwpic 


4 j VAHORL I S 


4 UAHAMAN 


5 DILT0 


5 : MAKAN 1 TO 


5 TiLTORAiT 


6 S0PIC 


6:IA0ALT0 


6. est soen 


; HAHALiTO 


7 . LARAH 1 TO 


7_pst spell 



byte 8C 
bit not used 
l:mage see I 

2 mage spel 
3. mage see ' 
4 ;mage soel 
5'inage spel 
6 KALKl 

mm 

byte 3F 

Bit D I ALMA 
L6A0IAUA 

3 RAND i 
4:Dl 
SBADI 
6L0RT0 
7;HADI 



Priest Spells 

byte 80 
0-BADiOS 
l:H\LW. 

2 PORFIC 

3 MATj 

4 CALFO 

5 UANlFO 

6 MONT I NO 

7 LOMILWA 

byte 90 
HABAOl 
1L0KT0FEIT 
2IWLiKT0 

3 KADORTO 

4 not used 

5 noi used 

6 not used 
7. not used 



Oyte Be 

&:ZlLVWW 

1.DIALK0 

2:LATTJHAPIC 

3 0AIIATU 

4;DIAL 

5:BADlAL 

6 : LATUM0F I S 

7:.WAP0RFiC 



A character with all "spells left" is 
on the status screen as: 

MAGF 9/9/9/9/9/9/9 
PRIEST 9/9/9/9/9/9/9 
and we find bytes S92 to SAC are: 

byte 

92 93 94 95 96 97 98 99 9A 9B 9C 90 96 9F 
value 

09 &0 09 00 09 00 09 90 39 00 09 00 09 00 

byte: 

A0 Al A2 A3 A4 A5 A6 A7 A8 A9 AA A8 AC 

value: 

09 00 09 00 09 00 09 00 09 00 09 00 09 
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